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Introduction

Sample assessment material

This is sample assessment material (SAM). It is an example Cambridge
OCR-set assignment that we publish alongside a new specification to help
illustrate the intended style and tasks of our set assignments.

We also produce two further specific resources to support you with using this SAM:

e An assessment story where we explain the research we have undertaken during the development
of the qualification and how consultation with teachers, students and schools has helped shape
our assessment approach.

e A student guide to NEA assignments in which we provide a summary for your students of key
points about their Cambridge OCR-set assignments, including the importance of avoiding

plagiarism.

Summary of updates

Section Change Version Date
Throughout New covering pages added. 5.0 June 2026
Updated brand name to 'Cambridge OCR'.
Assessment Updated assessment guidance for P2, P4, P6,
guidance Task 3 and D5
Version 5.0 © Cambridge OCR 2026




=5 CAMBRIDGE
OCR

Cambridge OCR-set Assignment
Sample Assessment Material

Cambridge OCR Level 3 Alternative Academic Qualification Cambridge
Advanced National in Application Development

Unit F163: Game development

Scenario Title: Retro game with a modern twist

Valid for assessment from September 20XX to 20XX.
For use by students beginning the qualification in September 20XX.

This is a sample Cambridge OCR-set assignment which should only be used
for practice.

This assignment must not be used for live assessment of students.

The live assignments will be available on our secure website, “Teach
Cambridge’.

The Cambridge OCR administrative codes linked to this unit are:
* unit entry code F163

e certification code  H129
The regulated qualification number linked to this unit is: 610/3975/5

Duration

About 15 hours of supervised time (GLH)
(work that must be completed under teacher supervised conditions)

All this material can be photocopied. Any photocopying will be done under the terms
of the Copyright Designs and Patents Act 1988 solely for the purposes of
assessment.
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Valid for assessment until 20XX.
Version 5: (June 2026) © Cambridge OCR 2026



Cambridge OCR Level 3 Alternative Academic Qualification Cambridge Advanced Nationals in Computing:
Application Development

Contents

Information and instructions for TEAChErs.............uviiiiiiiiiii e 3
UsiNg this @sSSIgNMENT .......cooiii e e e e e e e 3
Tasks for students and assSesSSMENt CrtEria........cccoeeiiiiiiiieiee e 5
Lo =Y o= [ 3SR 5
TASK T 6
TASK 2. e 8
1= ] [ TSP PRSPPI 11
Template fOr teSTaDIE ....... e 13
N =TT 4 ¢ F=T g o ANV o] o < SRR 14
Sample Cambridge OCR-set assignment Unit F163: Game development 2

Valid for assessment until 20XX.
Version 5: (June 2026) © Cambridge OCR 2026



Cambridge OCR Level 3 Alternative Academic Qualification Cambridge Advanced Nationals in Computing:
Application Development

Information and instructions for Teachers

Using this assignment

This assignment provides a scenario and set of related tasks that reflect the development of
a game prototype based on a set of client requirements.

You can give this to students on or after 1 June 202X to help them understand it before they
start using it for assessment. The dates for which students can use it for assessment are
shown on the front cover.

The assignment:

° Is written so that students have the opportunity to meet the requirements of all
assessment criteria for the unit.

. Will tell students if their evidence must be in a specific format. If the task does
not specify a format, students can choose the format to use.

. Must be completed under teacher supervision. Any unsupervised time allowed
will be stated below and explained in the assessment guidance.

We have estimated that this assignment will take about 15 hours of supervised time to
complete. Students should need approximately:

. 5 hours to complete Task 1.

) 8 hours to complete Task 2.

o 2 hours to complete Task 3.

You must:

o Use a Cambridge OCR-set assignment for summative assessment of students.

o Familiarise yourself with the assessment criteria and assessment guidance for
the tasks. These are given at the end of each student task. They are also with
the unit content in Section 5 of the Specification.
Assessment guidance is only given where additional information is needed.
There might not be assessment guidance for each criterion.

° Make sure students understand that the assessment criteria and assessment
guidance tell them in detail what to do in each task.

° Read and understand all the rules and guidance in Section 7 of the
Specification before your students start the set assignments.

° Make sure that your students complete the tasks and that you assess the tasks
fully in line with the rules and guidance in Section 7 of the Specification.

o Give your students the Application Development Student guide to NEA
assignments before they start the assignments.

You must not:

) Use live Cambridge OCR-set assignments for practice or formative assessment. This
sample assessment material can be used for practice or formative assessment.

) Use this sample assessment material for live assessment of students.

o Allow group work for any task in this assignment.

. Change any part of the Cambridge OCR-set assignments or assessment criteria.

Sample Cambridge OCR-set assignment Unit F163: Game development 3
Valid for assessment until 20XX.
Version 5: (June 2026) © Cambridge OCR 2026
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Pages 1-4 are for teachers only. Please do not give Pages 1-4 to your students.

You can give any or all of the pages that follow to your students.

Sample Cambridge OCR-set assignment Unit F163: Game development 4

Valid for assessment until 20XX.
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Tasks for students and assessment criteria

Unit F163: Game development

Scenario Title: Retro game with a modern twist

Valid for assessment from September 20XX to 20XX.
For use by students beginning the qualification in September 20XX.

Scenario

You work as a freelance games developer and have been commissioned by a popular
games company to develop a new game.

The client has specified the game must:
° Appeal to an older audience of age 50+.
o Have a ‘retro’ feel but with a modern twist.

. Be based on an original 2D platform game from the 1980s or 1990s, but be different in
its look and feel so that it is more like @ modern game.

° Have a rating of PEGI 16 or below.

The client has also specified that although game functionality may be similar, your game
must have some new features that differentiates it from the original game. It must not be an
exact copy of the original game.

Your game should include features that make it appealing and engaging for the intended
audience. It should increase in level of difficulty as players move through at least three
different levels or scenes.

Sample Cambridge OCR-set assignment Unit F163: Game development 5
Valid for assessment until 20XX.
Version 5: (June 2026) © Cambridge OCR 2026
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Task 1
Planning and designing the high-fidelity game prototype

Topic Areas 1, 2 and 4 are assessed in this task.

The task is:

Plan and design the game prototype that you have been commissioned to develop.
You will:

. Plan and design the game prototype.
° Describe how the game prototype will be tested.

Your evidence must include:

A game design document.

. Planning and design documentation.

. Written evidence.

Use the assessment criteria below to tell you what you need to do in more detail.

Pass

Merit

Distinction

P1: Describe a concept for
a game prototype that
meets the client
requirements as detailed in
the scenario.

(PO2)

P2: Identify the assets
required for the game
prototype.

(PO2)

P3: Design game visuals
appropriate for the game
prototype.

(PO4)

M1: Explain how assets are
used in combination in the
game prototype.

(PO2)

D1: Discuss how the
planned game and
gameplay elements
maintain player interest and
engagement in the game
prototype.

(PO3)

P4: Describe the game
mechanics to be used in the
game prototype.

(PO2)

M2: Plan game mechanics
appropriate for the game
prototype using game
planning tools.

(POA4)

D2: Discuss how the
planned game mechanics
are used in combination to
maintain player interest and
engagement in the game
prototype.

(PO3)

P5: Describe how the game
prototype will be tested.
(PO2)

M3: Justify the
appropriateness of the
testing.

(PO3)

Sample Cambridge OCR-set assignment Unit F163: Game development

Valid for assessment until 20XX.
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Assessment guidance

This assessment guidance gives you information to meet the assessment criteria. There
might not be additional assessment guidance for each criterion. It is only given where it is
needed. You must read this guidance before you complete your evidence.

Criteria

Assessment | Assessment guidance

P1 .

Students must describe a concept for a game prototype which meets all
the client requirements. The description of the concept must include the
content in Topic Area 1.2.1.

P2 .

Students must identify the essential assets required for the game
prototype using content from Topic Area 1.2.3. To achieve this criterion,
students are not required to identify all non-essential assets. This
assessment criterion could be evidenced in an assets list and/or via the
design(s) for the game visuals (P3).

P3 o

Students must design the game visuals for the game prototype using at
least one of the game design tools in Topic Area 2.1.2. The design(s)
must contain enough detail for them to be interpreted by someone who
hasn’t seen them before.

P4 .

Students must describe the game mechanics that they will use in the
game prototype that are essential to the gameplay using content from
Topic Area 1.2.4.

P5 °

Students must describe the testing methods and testing types they will
use to test the game prototype and the elements of the game prototype
they intend to test. The description of how the game prototype will be
tested could include the content in Topic Area 4.1.

M1 .

Students must explain how the essential assets identified in P2 will be
used in the game prototype. Students must explain which of the
essential assets will be static and which will work in combination. This
assessment criterion could be evidenced in an assets list and/or via
annotations on the design(s) for the game visuals.

M2 .

Students must plan all the game mechanics detailed in P4 using at
least one of the game planning tools in Topic Area 2.1.2. Where
students do not achieve P4, it is still possible to achieve M2. The
planning must contain enough detail for it to be interpreted by someone
who hasn’t seen them before.

M3 o

Students must justify the approach to testing detailed in P5.

D1 3

Students could include the content in Topic Areas 1.2.2 and 1.2.3 in the
discussion.

D2 .

Students could include the content in Topic Area 1.2.4 in the
discussion.

Sample Cambridge OCR-set assignment Unit F163: Game development 7
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Task 2

Creating the high-fidelity game prototype

Topic Areas 1 and 3 are assessed in this task.

The task is:

Create the game prototype that you planned and designed in Task 1.

You will:

. Source and prepare assets for use in the game prototype.
. Use game engine tools and/or programming techniques to create the game prototype.

Your evidence must include:

° An export of the game prototype which allows it to be played without installing any
specialist software or video/screen recordings demonstrating the game prototype.

Use the assessment criteria below to tell you what you need to do in more detail.

Pass

Merit

Distinction

P6: Source assets
appropriate for use in the
game prototype.

(PO4)

P7: Create an appropriate
game environment using
game engine tools.

(PO4)

M4: Prepare assets
appropriately for use in the
game prototype.

(PO4)

P8: Implement character
and/or object movement and
navigation appropriate for
the game prototype.

(PO4)

P9: Implement game play
controls appropriate for the
game prototype.

(PO4)

M5: Implement collision
detection appropriate for the
game prototype.

(PO4)

D3: Create a cohesive
game prototype combining
game environment, assets
and mechanics.

(PO4)

P10: Implement game start
and end mechanisms
appropriate for the game
prototype.

(PO4)

M6: Implement scoring
and timing mechanisms

appropriate for the game
prototype.

(PO4)

D4: Implement player
interaction and feedback
appropriate for the game
prototype.

(PO4)

Sample Cambridge OCR-set assignment Unit F163: Game development

Valid for assessment until 20XX.
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Assessment guidance

This assessment guidance gives you information to meet the assessment criteria. There
might not be additional assessment guidance for each criterion. It is only given where it is
needed. You must read this guidance before you complete your evidence.

Criteria

Assessment | Assessment guidance

Task 2 e Ideally students will create the game prototype planned and designed in

Task 1. However, if students deviate from the plan(s) and/or design(s)
they should not be penalised when assessing Task 2.

To confirm assessment decisions made for this task, the Cambridge
OCR assessor will need to be able to see the final game prototype.
Therefore, students must provide either:

o The final game prototype in a format which allows it to be played
without the need to install any specialist software and instructions on
how to play the game.

o Video/screen recordings of the final game prototype being
demonstrated. This is especially useful if the skill level required to
play the game is high.

P6 .

Students must source assets for use in the game prototype that are
identified in P2. The final game prototype will be sufficient evidence for
this assessment criterion.

P7 .

Using assets sourced in P6, students must create a game environment
(screens/rooms/levels/stage), appropriate for the game concept detailed
in P1. Students must use the game engine tools in Topic Area 3.2. The
final game prototype will be sufficient evidence for this assessment
criterion.

P8 o

Students must add character and/or object movement and navigation to
the game prototype, so the game functions as intended. Students must
use the game engine tools and/or programming techniques in Topic
Area 3.2. The final game prototype will be sufficient evidence for this
assessment criterion.

P9 .

Students must add game play controls to the game prototype, so the
game functions as intended. Students must use the game engine tools
and/or programming techniques in Topic Area 3.2. The final game
prototype will be sufficient evidence for this assessment criterion.

P10 .

Students must add game start and end mechanisms to the game
prototype, so the game functions as intended. Students must use the
game engine tools and/or programming techniques in Topic Area 3.2.
The final game prototype will be sufficient evidence for this assessment
criterion.

Sample Cambridge OCR-set assignment Unit F163: Game development 9
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M4 ¢ Students must prepare all assets sourced in P6, so they are appropriate
for use in the game prototype. Topic Area 3.1 has examples of
techniques students could use to prepare assets. Students could
prepare assets in the game engine software or in external graphic
software. The final game prototype will be sufficient evidence for this
assessment criterion.

M5 ¢ Students must add collision detection to the game prototype, so the
game functions as intended. Students must use the game engine tools
and/or programming techniques in Topic Area 3.2. The final game
prototype will be sufficient evidence for this assessment criterion.

M6 e Students must add scoring and timing mechanisms to the game
prototype, so the game functions as intended. Students must use the
game engine tools and/or programming techniques in Topic Area 3.2.
The final game prototype will be sufficient evidence for this assessment
criterion.

D3 ¢ Students must create a game prototype where all components of the
game work, and fit, together. The final game prototype will be sufficient
evidence for this assessment criterion.

D4 ¢ Students must add player interaction and player feedback to the game
prototype, so the game functions as intended. Students must use the
game engine tools and/or programming techniques in Topic Area 3.2.
The final game prototype will be sufficient evidence for this assessment
criterion.

Sample Cambridge OCR-set assignment Unit F163: Game development 10
Valid for assessment until 20XX.
Version 5: (June 2026) © Cambridge OCR 2026
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Task 3

Testing and reviewing the high-fidelity game prototype

Topic Areas 4 and 5 are assessed in this task.

The task is:

Test and review the game prototype you created in Task 2.

You will:

. Test the game prototype using the testing described in Task 1.
. Review the game prototype.

Your evidence must include:

. Documented test results.

. Written evidence.

Use the assessment criteria below to tell you what you need to do in more detail.

Pass

Merit

Distinction

P11: Test the game
prototype and document
results.

(PO4)

M7: Analyse test results
documenting any required
remedial action.

(PO3)

P12: Assess the suitability
of the game prototype for
meeting the requirements.
(PO3)

D5: Discuss potential
improvements and further
development opportunities
for the game prototype.
(PO3)

Sample Cambridge OCR-set assignment Unit F163: Game development

Valid for assessment until 20XX.
Version 5: (June 2026)
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Assessment guidance

This assessment guidance gives you information to meet the assessment criteria. There
might not be additional assessment guidance for each criterion. It is only given where it is
needed. You must read this guidance before you complete your evidence.

Criteria

Assessment | Assessment guidance

Task 3 °

We recommend that students use the test plan template provided.
However, if students use a different template which is appropriate for the
task, they must not be penalised for doing so.

Teacher provided templates should not include examples or instructions.

P11 .

Students must test the game prototype and document results. Ideally
students will use the approach described and justified in Task 1.
However, if students deviate from the proposed testing they should not
be penalised.

Students must have evidence of the actual test results. For example,
screen shots, photographs or video/screen recordings.

P12 .

Students must assess the suitability of the game prototype for meeting
the requirements in Topic Area 5.1.

M7 o

Students must analyse the test results generated in P11 and explain
any remedial action required to resolve the issues found during testing.
Students are not expected to fix errors found in the game prototype
during final testing.

D5 o

Students must discuss potential improvements and further
developments to the game prototype. Successful achievement of P12
and/or M7 could support this.

Sample Cambridge OCR-set assignment Unit F163: Game development 12
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Template for test table

Test Test type Test description Test data Expected result Actual result Remedial action
number required
Sample Cambridge OCR-set assignment Unit F163: Game development 13
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NEA command words

The table below shows the command words that may be used in the NEA
assignments and/or assessment criteria.

Command Word Meaning
Adapt e Change to make suitable for a new use or purpose
e  Separate or break down information into parts and
identify their characteristics or elements
Analyse e Explain the different elements of a topic or argument
and make reasoned comments
¢ Explain the impacts of actions using a logical chain of
reasoning
e Offer a reasoned judgement of the standard or quality of
Assess situations or skills. The reasoned judgement is informed
by relevant facts
Calculate e Work out the r]umerical value. Show your working
unless otherwise stated
Classify e Arrange ir_1 qategories according to shared qualities or
characteristics
Compare e Give an account of thg similar‘ities.and differgnces
between two or more items, situations or actions.
Conclude e Judge or decide something
Describe e Givean a_cc_ount tha_t _includes the relevant
characteristics, qualities or events
e Present, analyse and evaluate relevant points (for
Discuss (how/whether/etc) example, for/against an argument) to make a reasoned
judgement
e Make a reasoned qualitative judgement considering
Evaluate different factors and using available
knowledge/experience
Examine e Tolook at, inspect, or scrutinise carefully, or in detail
e Give reasons for and/or causes of something
Explain e Make something clear by describing and/or giving
information
e Translate information into recognisable form
Interpret e Convey one’s understanding to others, e.g. in a
performance
Investigate e Inquire into (a situation or problem)
Justify e Give va!id reasons for offering an opinion or reaching a
conclusion
Research e Do detailed study in order to'discover (new) information
or reach a (new) understanding
Summarise o Expres§ tht_a most important facts or ideas about
something in a short and clear form

We might also use other command words, but these will be:
e Commonly used words whose meaning will be made clear from the context in which
they are used

e  Subject specific words drawn from the unit content.

Sample Cambridge OCR-set assignment Unit F163: Game development 14
Valid for assessment until 20XX.
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Tell us what you think

Your feedback plays an important role in how we develop, market, support and resource qualifications now and
into the future. We want you and your students to enjoy and get the best out of our qualifications and resources,
but to do that we need your honest opinions to tell us whether we're on the right track or not.

You can email your thoughts to support@ocr.org.uk or visit our feedback page to learn more about how you can
help us improve our qualifications.

Designing and testing in collaboration with teachers and students

Helping young people develop an ethical view of the world

% Equality, diversity, inclusion and belonging (EDIB) are part of everything we do

Contact the team at:
Q, 01223 553998
w ocr.org.uk

To stay up to date with all the relevant news about our qualifications, register for email updates at
ocr.org.uk/updates

Visit our Online Support Centre at support.ocr.org.uk

Sign up for Teach Cambridge to access your planning, teaching and assessment support material.
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